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GAMING SYSTEM AND METHOD HAVING 
PROGRESSIVE FREE GAMES 

PRIORITY CLAIM 

[0001] This application is a divisional of, and claims prior 
ity to and the bene?t of, US. patent application Ser. No. 
11/558,699, ?led on Nov. 10, 2006, the entire contents of 
Which are incorporated herein by reference. 

COPYRIGHT NOTICE 

[0002] A portion of the disclosure of this patent document 
contains or may contain material Which is subject to copyright 
protection. The copyright oWner has no objection to the pho 
tocopy reproduction by anyone of the patent document or the 
patent disclosure in exactly the form it appears in the Patent 
and Trademark O?ice patent ?le or records, but otherWise 
reserves all copyright rights Whatsoever. 

BACKGROUND 

[0003] Gaming machine manufacturers constantly strive to 
make gaming machines that maximize enjoyment and excite 
ment for players. One Way that gaming machine manufactur 
ers can provide excitement for players is to provide large 
aWards. Providing a bonus game in Which a player has an 
opportunity to Win potentially large aWards or credits in addi 
tion to the aWards associated With the base game of the gam 
ing machine is one Way to enhance player enjoyment and 
excitement. 
[0004] Known gaming devices having bonus games 
employ a triggering event that occurs during play of the base 
game of the gaming device. The triggering event temporarily 
stalls or halts the base game play and enables a player to enter 
a second game, Which is the bonus game. The player plays the 
bonus game, likely receives an aWard, and returns to the base 
game. 
[0005] Bonus games that provide players With large aWards 
or the potential to Win large aWards are especially attractive to 
players. One Way that gaming device manufacturers provide 
larger or more frequently occurring aWards in slot gaming 
machines is by providing free spins to a player. 
[0006] Another Way that gaming device manufacturers pro 
vide larger aWards to players is by using multipliers. A mul 
tiplier increases the aWard amount proportionally to the value 
of the multiplier. For example, a “2x” multiplier pays tWice 
the normal aWard value. A “3x” multiplier pays three times 
the normal aWard value. A multiplier can substantially 
increase a player’s aWard. 
[0007] Another Way that gaming device manufacturers pro 
vide larger aWards is through progressive aWards. Progressive 
aWards associated With gaming machines are knoWn. In one 
form, a progressive aWard is an aWard amount Which includes 
an initial amount funded by a casino and an additional amount 
funded through a portion of each Wager made on the progres 
sive gaming machine. For example, 0.1% of each Wager 
placed on the primary game of the gaming machine may be 
allocated to the progressive aWard or progressive aWard fund. 
The progressive aWard groWs in value as more players play 
the gaming machine and more portions of the players’ Wagers 
are allocated to the progressive aWard. When a player obtains 
a Winning symbol or symbol combination Which results in the 
progressive aWard, the accumulated progressive aWard is pro 
vided to the player. After the progressive aWard is provided to 
the player, the amount of the next progressive aWard is reset to 
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the initial value and a portion of each subsequent Wager is 
allocated to the next progressive aWard. A progressive aWard 
may be associated With a single gaming machine or multiple 
gaming machines Which each contribute portions of the pro 
gressive aWard. 
[0008] There is a continuing need to provide neW and dif 
ferent gaming machines and gaming systems as Well as neW 
and different Ways to provide aWards to players including 
bonus aWards. 

SUMMARY 

[0009] The present disclosure provides a gaming system 
and method providing a plurality of games, including a ?rst 
game and a second game. In one embodiment, the gaming 
system includes a progressive aWard or an accumulated aWard 
Which includes or is in the form of a progressive number or 
accumulated quantity of plays of the second type of game. 
The gaming system enables the player to play the ?rst type of 
game or the ?rst game. The gaming system increases the 
progressive or accumulated aWard based on an occurrence of 
one or more incrementing conditions. That is, the gaming 
system increases the number of plays of the second game of 
the progressive aWard based on one or more progressive 
incrementing conditions. Upon an occurrence of a triggering 
event, the gaming system determines the progressive aWard to 
provide to the player and provides the determined aWard to 
the player. It should be appreciated that the progressive or 
accumulated may be incremented by any suitable increment 
ing condition. Additionally, in one embodiment, the second 
type of game or second game has an advantage or a charac 
teristic over the ?rst type of game or ?rst game. In one 
embodiment, the advantage increases or becomes more ben 
e?cial as the progressive aWard increases. 
[0010] More speci?cally, in one embodiment, the gaming 
system includes a ?rst type of game, such as a Wagering game, 
and a second type of game, such as a free game or free spin 
game. The progressive aWard is a number of plays of the free 
games and a multiplier that is applied to the free games. The 
progressive aWard increases based on a suitable incrementing 
condition, such as Wagers being placed at the gaming 
machine. In one embodiment, a percentage or portion of each 
Wager placed at the gaming machine funds the progressive 
aWard. The gaming machine includes a triggering event, such 
as a triggering symbol combination, that triggers the progres 
sive aWard. It should be appreciated that any suitable event 
may be the triggering event for the progressive aWard. The 
gaming machine enables players to play the Wagering game 
on the gaming machine With a portion of their Wagers funding 
the progressive aWard. Upon the occurrence of the triggering 
symbol combination, the gaming machine provides the player 
With the progressive aWard in the form of the number of plays 
of free games of the progressive aWard With an advantage or 
characteristic for the free games. In one embodiment, a mul 
tiplier is applied to the free games and increases as the pro 
gressive aWard increases. 
[0011] It should be appreciated that any suitable factor or 
event may be the incrementing condition for the progressive 
aWard. In one embodiment, an event in the primary game such 
as a symbol combination of the primary game is the incre 
menting condition for the progressive aWard. In one embodi 
ment, as more consecutive games of the ?rst type of game are 
played on the gaming machine, the number of the plays of the 
second type of game of the progressive aWard increases. In 
another embodiment, the incrementing condition is a Winning 
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event, such a Winning symbol combination generated on a 
payline, a Winning poker hand or a Winning Way to Win. In 
another embodiment, the incrementing condition is a place 
ment of a side Wager. 

[0012] It should be appreciated that the advantage or char 
acteristic may be any suitable characteristic. In one embodi 
ment, the second type of game is associated With an advantage 
that increases or is more advantageous as the progressive 
aWard increases. For example, the advantage or the charac 
teristic is a multiplier that increases based on one or more 
incrementing conditions. For example, the multiplier has a 
base of one and When ?fty dollars are Wagered on the gaming 
machine Without a triggering of the progressive aWard, the 
multiplier increases to tWo. In one embodiment, the gaming 
machine includes a plurality of different advantages and the 
advantages change based on the incrementing condition. For 
example, the incrementing condition is the number of con 
secutive Wagering games played. Upon an occurrence of a 
triggering event, if 1 to 20 consecutive Wagering games have 
been played on the gaming machine, the advantage is three 
extra bonus symbols in the second type of game for the ?rst 20 
games, and if 21 to 40 consecutive Wagering games have been 
played, the advantage is a multiplier of tWo. 
[0013] It should be appreciated that the second game may 
be the same or different than the ?rst game. In another 
embodiment, the gaming system includes a plurality of games 
including a ?rst type of game and a second type of game. The 
gaming system enables the player to play the ?rst type of 
game. Upon an occurrence of a triggering event associated 
With the ?rst type of game, the gaming system determines the 
number of the ?rst type of game consecutively played by the 
player. The gaming system then provides the player a number 
of plays of the second type of game based on the number of 
the ?rst type of game consecutively played by the player. 
Additionally, in one embodiment, the second type of game 
has an advantage over the ?rst type of game. In one embodi 
ment, the advantage is based on the number of the ?rst type of 
game consecutively played by the player before the occur 
rence of the triggering event. 

[0014] More speci?cally, in one embodiment, the ?rst type 
of game is a Wagering game and the second type of game is a 
free spin or free game. The advantage of the second type of 
game is a modi?er, such as a multiplier. In one embodiment, 
upon a triggering event associated With the Wagering game, 
the gaming machine or gaming system determines hoW many 
Wagering games have been played by that player at that gam 
ing machine since last providing that player With one or more 
free games. The gaming system provides the player a number 
of plays of free games and a multiplier based on the number 
of Wagering games played since the player began playing the 
gaming machine or since the player last Won a free game. That 
is, the number of plays of the free games provided to a player 
is based on the number of consecutively played Wagering 
games. In one embodiment, the number of plays of free games 
provided to the player and/or the modi?er increase as the 
number of consecutively played Wagering games increases. 
[0015] For example, in one embodiment, the ?rst type of 
game is a Wagering slot game and the second type of game is 
a free slot game. The gaming machine displays a slot game to 
a player. The slot game is associated With a triggering event. 
In this example, the triggering event is the generation of the 
symbol combination 7-7 on a payline in a ?ve-reel slot game. 
Upon the generation of the symbol combination 7-7 in one of 
the played Wagering slot games, the gaming machine pro 
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vides the player a designated number of free slot games based 
on the number of consecutively played Wagering slot games. 
In one embodiment, the gaming machine provides the player 
a multiplier to be applied to each of the free slot games. In one 
embodiment, the multiplier is based on the number of con 
secutively played Wagering slot games. 
[0016] It should be appreciated that the gaming machine 
may enable the player to play the free games in any suitable 
manner. In one embodiment, the gaming machine automati 
cally initiates one of the free games in the next play of the 
gaming machine. In another embodiment, the gaming 
machine enables the player to determine Whether to save the 
free games to play at a later time or to immediately play the 
free games. 
[0017] In another embodiment, a gaming machine includes 
a plurality of games. The ?rst type of game is a base game and 
the second type of game is a bonus game. Upon a triggering 
event or a bonus game triggering event, the gaming machine 
or gaming system determines the number of base games the 
player has played since the player received a bonus game. The 
gaming machine or gaming system determines the number of 
bonus games to provide a player based on hoW many base 
games the player consecutively played. The gaming machine 
or system provides the determined number of bonus games to 
the player. In one embodiment, the bonus games include one 
or more advantages for the player over the base games, such 
as a higher paytable or a multiplier. In one embodiment, the 
amount of the advantage or Which advantage is associated 
With the bonus game is based on the number of consecutively 
played base games that do not trigger a bonus game. 
[0018] In another embodiment, a gaming system deter 
mines the number of plays of the second type of games to 
provide to a player based on the number consecutively played 
?rst games played by all players of the gaming system. A 
gaming system includes a plurality of games, including a ?rst 
type of game and a second type of game. The gaming system 
enables each of a plurality of players to play the ?rst type of 
game separately on a gaming machine. Upon an occurrence 
of a triggering event in the ?rst type of game for one of the 
players, the gaming machine determines the number of ?rst 
types of games consecutively played by all of the players of 
the gaming system. The gaming system then provides that 
triggering player a number of plays of a second type of game 
based on the number of ?rst types of games consecutively 
played by all of the players of the gaming system. 
[0019] For example, Player X, Player A, Player B and 
Player C are all players of the gaming system. The ?rst type of 
game is a Wagering game, and the second type of game is a 
free game. Player X Wins a play of a free game at a ?rst point 
in time. Player A, Player B and Player C are all playing 
Wagering games. Player C achieves a triggering event at a 
second point in time. The gaming system provides Player C a 
number of plays of free games based on the total number of 
consecutively played Wagering games from the ?rst point in 
time to the second point in time. That is, the number of plays 
of the free games provided to Player C is based on the total 
number of games played by all of the players since Player X 
played a free game because there Were no free games played 
betWeen PlayerX playing a free game and Player C triggering 
a free game. 

[0020] It should be appreciated that the ?rst type of game 
and the second type of game may be the same games or may 
be different games. The games may be any suitable kind of 
game, such as, but not limited to, slots, poker, bunco, check 










































